After numerous rumours and
rumblings, it seams that 1988 will,
atter all, ba remembered as the year
there was a serious Japanese attempt
to launch games consoles in Blighty.
This Christmas both Sega and Nintendo
be competing for sales of their own home
based systems in British shops. But still
no sign of the much-vaunted PC Engina,
ﬂu market Is already looking towards
of games machines.
t Il.“:linn Show in Tokyo provided
'or catching up on developments in the
»r most of it, at any rate - Japan.

il aste doesn’l seem to register, for some
congH e land o raason. Whereas in Japan everyona's
Sun'is'el a nation of hardWwe . totally at home with the idea of
technology mad folk, and, allhnugh computers in their everyday lives
like all racial stereotypes this image anyway so they don't have any
should be taken with a pinch of salt, hang-ups about using high-tech
thera's a Iair " equipment to provide them with their
i spara-lime thrills.
So just what is on offer to Japanese
console owners? Well, up until a
couple of months back, the answer
would have been straightforward
enough. Three B-bit game systems
dominated the market; Nintendo's
Famicom, the Sega System and NEC's Fantazy Zone on the PC Engine.
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PC Engine.

The company that
claim the largest user base, and
for whose machines the overwhelming
majority of the games produced every
year are intended is Nintendo. Their
Family Computer System (Famicom for
short) has sold something like 12 million
units in Japan and there have been about
400 games produced for the system.
Nintendo have been selling Famicom
systems in Japan lor some five years share, and cofrespondingly
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now, and aboul three years ago the large software base may be
also launched the svs;fm in?ﬁﬂ Uni'l"tral:t ausing problems for Jnm
States, and now have an impressive in Japan al least.
aleven million sales for their American Mr Gushi of Hudsonsoft, a major
system, the Nintendo Entertainmeni Japanese Software manufaciurer,
Er‘?!l'-?mth | says that while Nintendo's mhr:'
s Christmas, they'll ba hoping to user base represents something
add Britain to their success stnriﬂﬁg. 90% of the market in theory, many of
The major secret of their achieverents these machines are mouldering away
is price-related: in Japan and America in the back ﬂ.’ﬁn cupboards.
they sell their machines for lower “We can because we know
prices than any of their major the sales of our own software. We used
competitors, thereby generating a to sell 600,000 units easily for the
large initial user base, which in turn Nintendo, but nnwadayra 300,000 is
leads to a huge number of games about the maximum we can do, no
being manufacted for Famicom/NES matter how n'lul::h wamvasl in

machines, which attracts still more
console buyers who are impressed by
the numerical supeariority of the
Nintendo software base as well as the
low price.

¥ PC Engine baseball, Ironically, however, this huge market

Tha‘t 8 c:-analnly baan our own
BI‘IgH'lEBFS HIWFIEHCE

Even Nintendo themselves agree
that their system, at least as far as the
Japanese markel is concerned, has
run into problems of late. According to
Howard Phillips of Nintendo, 'the
software isn’t as fresh and new as it
could be, there's a lot of repetition and
not a lot of new, original games. To
SOma Eltﬂfﬂﬂ'ﬁﬂﬂgirﬂm could be
said 1o have exhausted the

As against this, however, ps
points to the huge growth in popularity
of role playing games in Japan, as
exemplified by the unprecedented
s0ccess of the Dragon Quest series.
This role playing monster, now in its
third incarnation sold a whopping 3
million coples.
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But, as Hudsonsoft's Mr Gushi ruquram
points out. “this is unusual, it's a “Wa' rumwﬂamng about
phenomenon’. He reckons thal in 300,000 units of good
terms of regular users, Nintendo's

software for 1ha PC Engine’’,

he says, adding that his feeling is
that many former Nintendo owners will
have already made, or arns now
contemplating making, the moveup 1o
PC Engine.

Are thare any drawbacks with this
wondermachinadWallgfor one thing,
there's the pricé. 'S & lot more
axpansive than aither the Famicom or
the Sega in Japan. There's aiso the
fact that the quality of the
games that already exist, like A-Type (I
Apparently, this unusual situation & /ffand Namea's brilliant PC Engine
came about because NEC approached e : Tennis, is incradibly high, the numbers
Hudsonsoflt to discover what kind of . - e, ol games currently on release is amere
machine they should produce which e ' 16 at the timlu'l"nl'rlﬂﬂq though that
would be the best irom a game - -y AT figure is obwiously growing maonthly.
engineer's point of view, and More seriously, from a British paint of
Hudsonsoft themselves decided to view, howsawer, NEC haven't made any
produce - for NEC - the LSI chip announggments regarding possible

Most people who've seen games like release dates in this country. And if
A - Typeon the PC Engine will be indeed they do have any plans 10 bring
surprised to learn that the LSI chips are the machinein here in the near future,
in fact just 8-bit. The arcade-standard they're keeping quiet about it.
graphics and gameplay are a The third paint in the gaming
testament to the skills of Hudsonsoft riangle is E-_Ega 5 consale, With a
and NEC roughly similar spec to the Famicom, a

There are jus! about one million units slightly higher price tag, fraction of the

market share may have fallen by as
much as half

30 what does the Hudsonsoft
spokesman think is laking up the
slack? The answer, according 1o
Gushi, is the PC Engine. Then again,
he would do - one little-known fact
about Hudsonsoft is that as well as
wriling soltware for a range of
machines, their software engineers
were actually responsible for
developing the LSI chip which powers
NEC s sophisticated games machine

of this impressive machine sold in user base (an estimaled 5% of the
Japan to date, but Gushi expects this total)and far less software available, its
Space Harriar on the X&68000. appeal would mmﬂ"_j' Sa88m sllmmur
2= : = o : : s DOUN fOr s@akers of quantity (Nintendo
d AR A AN g NS . : . = defi wins by a mile) or quality (PC
. . Engine ditto). However Sega do have a
couple of major plusses which keep

them in contenhon. For one thing.
while lacking the economic and market
share muscle lo deny Nintendo access
1o 'most other major coin-op
companies’ products for conversion,
they do, of course, have exclusive
access 1o the wares of thair parent, _
company Sega. When you consider
their dominance of the arcades with
tha likes of Out Run, Thunderblads,
Afterburner and FPower Drift, thisis a fairl
major advantage, basically, if you want
1o play an],-' of Sega’s products al home
al -5 d, you'll have 1o get
the Sega
mﬂﬁ secondly, at feast as far as
AMErs ara concarmed, Vi
-nihllg‘w in getting hﬂm
game ahead of the rast in this country
They've baen on sala in British storos
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But even as'Sega and Nintendo
biring their 8-bit machines to our
attention for the first time, they're

already beavering away at 16-bit super
manl"llﬂgﬁ which will almost certdinhy
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present range of consoles -
spanking new innovations that they
mbﬂhwqﬂ - decidedly old hat
Eagl launched their
16-bit Super system in Japan, »
m arcade-level versions
the likes Mmm
Thunderblade. And, ding 1o a
recent announcement from endo’s
headquarters, they have commenced
work on a 16-bit SuperFamicom.
Sega’s 16 bit machine looks like the
one that we might see over here first,
as (a) it's complete and on sale in
Japan now, and (b) Sega are alraady
well-established  this country with
their 8-bit

Neverth Segn wasn'l prepared
1o put any date on the British release ol
their 16-bit baby: ''no decison has
been made as to whether or when we
might release the machine in Eurgpe.”

Nintendo are taking things far, far
slower. Although they have definitely
commitied themselves to praducing a
16-bit machine, it isn't likely to appear
for quite some time, and we'll be lucky
if we see il in the next three years. Parl
of Nintendo's whole philosophy of
going 16-bit is not 1o spurn their
existing cuslomers; hence, according
to Nintendo spokesman Howard
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r Gushi, no imn e
s 1o introduce a 16-bit PC engine
from anything else, their 8-bi

version is already arguably'able to
deliver coin-op standard graphics
anyway), bul 'Ihm_.I haue just launched
an extraorindan d-0m tl:J ihE basic
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The new 16-bit Sega.

extraordinary results in the graphics
and sound departmenis.

“Right now most of the games
machines have a memory of around 2
Megabytes. CD-ROM can hold
something like 548 MegaByles, aboul
250 times the memory capacity of other
machines! This means you can, for
instance have CD quality orchestral
soundtracks for the games.”’

Hudsonsoft have already started
developing games like Streef Fighter
for the CD-ROM attachment. The huge
attraction that the CD-ROM add-on

¥ Thunderblode on the 16-bit Sega
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might have in this
country is that you can also
use it as an ordinary CD player
and link it inlo your stereoa,
thereby enabling gameas-loving
music lovers toupgrade two parts ol the
entertainment systems simultanaously.
{in Japan where a whopping 83% of the
population already own CDs, thi? isn't
quite such a major selling pint)

Apart from all these developments
and promised developmenis from
Tokyo, there are also a couple of other,
local entrants in the greal console
handicap. Atari have recently
announced that they hope to launch a
very competitively priced console, the
ST Plus, next Spring, a sixteen-bil
console largely based on the 5T home
compulter. Joystick manufacturers
Konix are also likely to be bringing oul
a fairly impressive looking three-
games system which will inclu
sit-down steering-wheel.

There seems 10 be no doubt that the
games console is about to make a g
impact here over the next 1o 1210 18
months. Bul, belore you all throw away
your keyboards and saddle up for the
console age, you may be interested 10
hear that in Tokyo the hippest young
game players are aclually selling their
consoles and saving up 10 buy a homea
computer inslead, the exlraordinary
Sharp X68000, which promises
incredible sound and graphics as well
as all the atiributes ol a senously
powerful computer. Only trouble is, the
XE8000 currently retails, in Japan, at
aboul £1,500. In real life, as a wise man
once said, thera’'s no Sanity Clause . .




